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Tesla II System

BattleTech Firestorm

Version 5.02
The accompanying BattleTech software release incorporates several new features and options. This document addresses the latest enhancements as they affect the Console, BattleMechs, and Maps.  

New Weapons
· AC 20: An auto-cannon is a rapid-firing, auto-loading weapon that fires high-speed streams of high-explosive, armor-piercing shells.

· Clan Ultra AC 10: The advanced auto-cannon known as “Ultras” are capable of a higher sustained rate of fire than standard auto-cannon.
· Gauss Rifle (Inner Sphere and Clan):  The gauss rifle uses a series of magnets to propel a projectile through the rifle barrel toward a target.  While it requires a great deal of power to operate, this weapon generates very little heat and can achieve a muzzle velocity twice that of any conventional weapon.
· Streak SRM (Inner Sphere):  A streak SRM missile contains a targeting device that prevents the missile from launching unless the missile has locked on to a target.  Once locked on, the missile system can then be launched.
New Mechs

· Cougar




Class:
Light

SubSystem:





Light Amplification





Beagle Probe




Jump Jets




Weapons:




2 – Clan Med Pulse’s





1 – Clan MG




2 – Clan LRM 10’s

· Shadowcat




Class:
Medium




SubSystem:





Beagle Probe




Jump Jets




Weapons:




2 – Clan Medium Pulse’s




1 – Clan Gauss Rifle





2 – Clan Streak SRM 4’s

· Masakari




Class:
Assault



SubSystem:

Light Amplification



Weapons:




2 – Clan ER Mediums




2 – Clan Ultra AC 2’s




1 – Clan Gauss Rifle





2 – Clan LRM 10’s
· Highlander




Class:
Assault



SubSystem:





Light Amplification




AMS





Jump Jets




Weapons:




4 – Medium Pulse’s





1 – Gauss Rifle





2 – SRM 6

New Maps

· Coliseum

· Description:  Arena Style Play, no where to hide.
· Free-For-All or 2 Teams
· Attrition, Team Attrition
· Destruction, Team Destruction
· Capture the Flag
· Ghost Highway
· Description:  Large open range with Ruins in the center
· Free-For-All or 4 Teams
· Attrition, Team Attrition
· Destruction, Team Destruction
· King of the Hill
· Steal the Beacon
Weapon Changes
· LRM Spread:  The spread of the LRM hits have been increased so that the damage is not so concentrated.
· PPC/ER PPC:  This weapon system now has some extra features added to it.  If you are hit by a PPC type weapon the following will happen:
· Hud:  Will scramble and be distorted for a number of seconds until the PPC wash passes off the Mech.
· Subsystems:  Will turn off or be disabled until the pilot re-enables them:
· Zoom

· Light Amp

· Search Light

· SRM: Will not track to target.  They are no longer dead-fire.  They will also now guide to Narc Beacons attached to another Mech.  This also means that they can be shot down by AMS.
· Streak SRM:  When playing in a Radar Mode other than Novice (Unlimited) the streak missile system will not fire unless you have a lock on the target.
Mech Speed Changes
Mech speeds have been modified based on player feedback and play balance.  The lightest ‘Mech’s will now have a significant speed difference from ‘Mechs in heavier classes.


Mech


Original Speed


New Speed



Osiris


130.03



150.05


Cougar


NEW



145.84



Raven


120.02



140.04


--------



Chimera

112.03



132.05



Shadowcat

NEW



132.05


Uziel


107.06



125.10


--------



Vulture


95.04



115.06


Catapult

96.91



117.06


Loki


96.95



103.93


Thor


85.03



  91.04


Mad Cat

85.03



105.05


--------



Masakari

NEW



89.06



Highlander

NEW



77.00



Mauler


65.02



75.02


Atlas


57.02



69.05
· Mech Armor Changes:  The external armor of the Mech is now more allocated to protect the Primary Weapon system of the Mech.  The makes the Mech much more Role oriented and more unique when compared to other Mech’s of its similar class.  However this extra armor protecting the Primary Weapons of the Mech had to come from somewhere.  Thus another zone has been rendered more vulnerable. Each Mech has this Vulnerability.  A location that is vulnerable on one Mech may not be so vulnerable on another.  This again adds to the uniqueness of each Mech.
Map Changes
· Team Drop Designation:
· Team Drop Zones are now labeled by Color instead of Number.  An example is “Team 1 Drop Zone” (which has a blue color scheme) is now designated as “Team Blue Drop Zone” on the navigation display MFD.

· This has been changed for all maps.

· Nav Point Names
· Nav points on the Radar and Satellite Map (See Satellite Map below) now reflect the drop zone colors.
· Nav Point A – Refers to Nav Center or The Hill on most maps
· Nav Point B – Refers to the Team Blue Drop Zone or Blue Flag Return.
· Nav Point R – Refers to the Team Red Drop Zone or Red Flag Return.
· Nav Point Y – Refers to the Team Yellow Drop Zone.
· Nav Point G – Refers to the Team Green Drop Zone.
· Lunacy:
· The Weather Effect has been changed to Meteor Shower.

Bots

· Levels:  The bot levels have been tweaked to give a more linear climb in experience from 1 to 9.  The previous version of bots didn’t get significantly tough until level 8.  Now you will notice a more gradual increase in experience as you increase the level of the bot.
· The level 7-9 bots have been tweaked to provide a better challenge for the veteran level pilots. WARNING:  DO NOT PLACE IN ROOKIE GAMES.
· Camouflage:  The bot camo scheme has been changed.  The previous camo scheme was too dark and very little detailed showed.  The new color scheme is more of a desert tan, and should be visually easier to acquire and able to discern better detail.
Features
· Anti-Missile System:  The anti-missile system now does a Random roll against all missile groups (with some exceptions explained below) that are tracking to the targeted Mech (Not on a Narc).  In the previous version (5.01), all of the first missile groups were shot down 100% of the time, thus eliminated the LRM5 from being able to hit the targeted Mech.  In missile systems that fire more than one missile group, random rolls will now apply, except to the last missile group.  The last missile group will get thru the anti-missile fire and have the chance to hit the Mech.  Also, you will now hear when the Anti-Missile system is firing.  It will sound like a MG Burst.
· LRM 5: Random roll if missile group will hit.
· LRM 10 – 20:  Random roll on all missile groups EXCEPT the last missile group.
· Streak 2 - 6:  Random roll on all missiles EXCEPT the last missile.
· Jump Jets:  The turn rate on the Jump Jets has been tweaked to allow a little more maneuvering while in the middle of a Jump.
· Fix:  After the initial jump jet usage, the players would no longer see the jump jet effect.  This has been fixed.
· HUD:  There have been several changes that affect the HUD.
· Heat effects to the HUD now start at 66% (top of yellow) on the heat scale.
· PPC/ER PPC now disrupts the HUD for a limited period of time.
· Can be affected by a Head Shot.
· Collision:  Collision damage has been increased.  It is now possible to do more damage, when at full speed, to the target, and to yourself.  If you kill the target by ramming, you will get credit for the kill.  If you kill yourself by ramming the target, the Target will get credit for your death.
· Zoom:  This feature has been modified in several ways.  This feature was modified to add difficulty in tracking and maintaining lock at long range.
· The Zoom window size has been reduced to a box area that surrounds just the HUD.
· The Zoom effect has been reduced from 5x to the equivalent of 2x.
· The torso limiter has been disengaged.  Thus you have full torso speed even while in zoom mode.
· Head Shot:  Hitting the head now has some consequences to the Mech targeted.  If you hit the internal armor of the Head, you can compromise the integrity of the HUD electronics.  You will be given a Audible warning when this was happened.
· HUD:  Will be disrupted.  Will have a high heat type effect, as well as wobble.
· ZOOM:  Will be knocked out.
· Torso/Mech Hit Effects:  In the previous versions of the software (5.0 – 5.01) all torso hits would only cause a rotation to the Left.  If you took splash, your torso/Mech would only rotate left.  If you took a Leg hit, the Mech would rotate left.  This has been Fixed.  The amount of rotation is dependant on the damage delivered.  The rotation is not Extreme, just enough to knock the targeting of the victim off for those precious few seconds.
· Torso:  Torso rotation is now dependant on two things.  Where you were hit, and where you were hit from.  A hit to the arm will have a more drastic effect than a hit to the torso.  Thus an arm hit will rotate the torso more than a torso hit.  The direction the shot came from also affects which way the torso rotates.  Example:  Mech in front of me targets and hits the Right Arm.  The torso will rotate right.  Mech behind me targets and hits the Right Arm.  The torso will rotate left.
· Mech:  Mech rotation is now dependant on the same two things as given above.  Where you were hit, and where you were hit from.  A leg hit will rotate the entire Mech in a give direction based on those two factors.  The rotation will not be extreme, but enough to throw your targeting off.
· No Return Mission:  In the previous version, a no return mission ended abruptly at the killing shot of the last two Mech’s standing.  If you weren’t aware of the issue, you may even think the game had crashed.  The following will now happen:
· Last Mech destroyed will go to camera-ship mode as normal.
· Game will continue for an additional 15sec.
· Final Mech standing will then get the end of mission fade out.
· Game will then end normally.
· Zoom/Light Amp:  You can now switch back and forth between zoom and Light amp.  You still can’t use both together.
· Mech Shadows: Mech shadows will now disappear properly in the Fog.  You can no longer track a Mech in the shadow by looking for it’s shadow.
Secondary Screen
· Satellite Map:  On the secondary Monitor is the overhead view of the terrain.  You will now be able to see the nav points on this display.  So if a nav point is not visible on your radar, then look to this display or the Overhead NAV MFD for which direction you need to go to get to the nav point.
· Heat Scale:  The heat scale reading is no longer in Degrees Kelvin.  It now shows a percentage of the max heat limit for that Mech.  So the top of the Green is now 33%.  Top of the Yellow is 66%.  Shutdown can occur anywhere between 90% and 100%.  If shutdown, the Mech will not restart until the top of the yellow or 66%.
· Message Indicator:  On the radar and Satellite Map a yellow box will appear around the pilot that sent you a message.
Multi-Functional Display Changes


Comm MFD

· Free-For-All Display:
· Instead of the buttons labeled 1-7, you will now see the pilot call-sign as the button label.
· All kill/death information is now in relation to you.  You will no longer see that pilots total kills/deaths.  You will only see the number of times you have killed or been killed by that pilot.
· Font:  Font size of the messages has been increased.
· Capture the Flag:  Messages are now clearer and more concise.
Example:  “Red Flag dropped by Firestorm (Team Blue)”

Nav MFD

· Team Score Display:  When playing Team games, you will now see not only your current score, but your team’s current score as well.  They are on separate lines and labeled for fast easy understanding.  Player information will be the first line, with Team information on the second line.

Weapon MFD

· Group Fire: Sets Group Fire Mode to all triggers.
· Chain Fire: Sets Chain Fire Mode to all triggers.
· Next Weapon:  Moves down the weapon list, enabled at all times.
· Prev Weapon:  Moves up the weapon list, enabled at all times.
· Mode:  Pressing this will allow for two options.
· Display:  Press this button and the three Assign trigger buttons will light up.  If the button is ‘SOLID’ then that trigger is assigned to Group Fire Mode.  If the button is ‘FLASHING’ then that trigger is assigned to Chain Fire Mode.
· Mode Switching:  While holding down the MODE button, press any of the Assign Trigger buttons to switch that triggers firing mode.  Using this method you can assign different firing modes to different triggers.

Target MFD

· 2D Display:  Images have been re-rendered and cleaned up for clearer Mech Identification.

Damage MFD

· Mute Button:  Pressing this button will turn on the Mute Function.  This will prevent any taunt messages from playing in your cockpit.  It will not mute team messages however.
· Pinky Button Function Select:  You can now select 1 of 4 functions to be assigned to the Pinky button of the Joystick.
· Zoom

· Jump Jet – Only enabled for jump jet capable Mechs.
· Flush

· Light-Amp

Mission Review

· Map:  The map area on the secondary screen of mission review will now display the correct terrain for the mission.
· Mechs:  Mech damage graphics have been enhanced.
· Barker Feature:  When a mission review is not in progress, a video file will be played and looped.  This will allow for continued use of the Monitor instead of sitting idle waiting for a mission.  When a mission review needs to be played, the video will automatically stop playing and go into mission review mode.
Console Enhancements
· Recall Button:  This button will reset the console to the last “Loaded” mission. So if your running multiple missions, only the last loaded mission settings are recoverable.
· Bot Selection Color:  The color indicator for the Camo scheme has been modified.  It now reflects the changed camo scheme that represents Bots in the game now.  Players are still unable to select this color (tan).
· Rookie Hot Box:  The main screen HUD hot box will only be visible in “Novice” radar missions.  If you select “Normal/Team/None” the hot box that appears around the Mech on the main screen HUD will not be visible.
· Game/PC Control:  A space has been added between the options “load” and “shutdown” to help prevent incorrect selection of an option.
Known BattleTech Bugs
Tesla II System BattleTech, version 5.02 is known to contain the following bugs. 

·  “Team Mate Destroyed” audio message in a Free-For-All game:  This is currently happens only in cases where Splash is turned on.  Pilot 1 destroys Pilot 2’s ‘Mech.  Pilot 2’s ‘Mech explodes and destroys Pilot 1’s ‘Mech.  Pilot 1 will hear a “Team Mate Destroyed” audio message.

· Camera-ship Causing Crash:  This occurs when more than two players are placed in a Game with the camera-ship option engaged on the Console.

If new bugs are discovered, please report them to VWE as soon as possible.  Bug reports need to be as detailed as possible so bugs can be reproduced.
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